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CHAPTER 01 



The Federated Republic of Zabayral, which did not maintain an army, was 
broken up by the rise of ethnic tension in the wake of the Cold War, People 
who formerly lived in harmony drew new borders through their country 
according to religious faeth, and began viewing each other as enemies. 

There was never an army in this nation. Its people prospered from the nation's 
rich mineral reserves, and they preferred to leave messy work to others. 
They always relied upon their wealth to protect them, catling upon mercenary 
forces to carry out national defense. But the division of the nation was swift; 
pscptewto ted bwn tmMTyrhfen nnty yesterday became enemies vntuauy 
overnight. 

Nine years later, a revolution ied by forces seeking national unification broke 
out in the Klonne Republic, lying to the north. The revolution gave rise to a 
Civil war that quickly spread to the territory comprised by the former 
Federated Republic of Zabayral.The national unification forces have gained 
steady ground, and are now preparing to Invade the last remaining 
independent republic, Laconia. 

Air Force Delta, the foreign mercenary defense organization employed by the 
Republic of Laconia, has begun recruiting new pilots in response to the crisis. 
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DREAMCAST HARDWARE UNIT 



Disc Door 



Power Button 

This turns the 
unit ON or OFF 



Control Ports 




Open Button 

Press to open 
the Disc Door 



Use these ports to connect the Dreamcast Controller or other peripheral equipment. 
From left to right are Control Port A, Control Port B, Control Port C, and Control Port D. 
Use each port to connect controllers for players 1 to 4 respectively. 
NOTE: Control Port can also be referred to as Port. 
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CHAPTER 03 • USING TH€ CONTROLLER 



NOVICE CONTROL 

clockwise from the R Trigger Button 

Caution when using the controller; 
Be careful not to press or move the 
Analog Thumb Pad and/or Triggers 
L/R when switching on electrical 
power to the unit. Disturbing the 
Thumb Pad or Triggers will interfere 
with correct positioning, and is likely 
to cause game errors. This software 
is for single player use only. Before 
switching on electrical power, be 
sure that the controller peripheral 
is connected to Control Port A of the 
Dreamcast unit. 

EXPERT CONTROL 

clockwise from the R Trigger Button 

This game allows both Novice and 
Expert play, but the default setting is 
for Novice. To change to Expert after 
the achievement of proficiency, go 
into "Controller" in Options. You can 
also re-assign button settings here. 




LT-igge Button 
(Trigge, L) 
Leftward Hor' 
Movemt 



DiiedionalButton- 
(D -Button) U» 
Switch Targets 

Directional Button' 

(D-Button)Down 

Wide Area 

Map D'Soiay On/Off 



[.Trigg" Burton 

CTrlgaerL) 

Leftward Motoontal 

Move Trent 



I Trigger Button 

(Trigger R) 

r R.;grrtward Horizontal 

Movement 

- V Button 

1 crease Speed 



V - B Buttons 

Switch Perpectives 




Directional Button 
(D-Button) Up 
Switch Targets 

Directional Button 

(D-Hutton) Down 

WWeArea 

Map Display On /Off 




CHAPTER 04 - GAME SCREEN 

COCKPIT VIEW ' 

1} Speed Vector Meter 

Positioned at the center of the aircraft horizon, 
this meter indicates the nose direction in 
which your aircraft is about to proceed, 

2} Missile Range 

indicates the current range in which lock-on 
targeting can be performed. However lock-on 
targeting cannot be accomplished in cases 
where the distance to the target is too far, 
even if it appears to be in range. 

3) Aircraft Hod ion 

Shows the horizon reference for the aircraft. Together with the pitch contrast line, 

this provides aircraft roll angle (left/right tilt] and pitch angle [up/down tilt). 

4} Speedortieter 

Display* the current speed of the aircraft. Standard display is in krn/h (kilometers), 
but this can be optionally changed to kt/h (knots). 

5) Altimeter 

Indicates the height (altitude) of the aircraft above the ground. Standard display is 
in meters,, but this can be optionally changed to feet. 

6) Direction Meter 

Shows the direction of the nose. Standard display is NEWS (north, 
east west, south), but this can be optionally changed to degrees. 
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7) Timer 

Displays the time limit for accomplishment of the mission. 
Depending on the mission, time elapsed is shown, 

3) Damage Meter 

Indicates the level of damage sustained by the aircraft. When the gauge runs 

down to zero, the aircraft crashes and is lost- ^^^^^^^b 

9) Clcwk 

Displayed on iy when needed for a particular mission. 

10) Engine Thrust Meter 
indicates engine output. 

11) Enemy Designator 

Shows the direction of the enemy being pursued. 

11) Radar 

Shows the surroundings of your aircraft. Depending on the position of 

enemy aircraft, display automatically changes among S, M,and L (short, 

medium, and long). All enemy craft normally appear on radar unless special 
conditions (bad weather, radar-resistance of enemy craft h etc.) a^ in effect. 

Radar Blips 

Each kind of blip (square or triangle) that appears on radar has a particular 

meaning. 
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Colon 

Red; Target (enemy which must be eliminated in order to accomplish 

the mission) 
Yetlow: Enemy (non-target enemy) 
Sine: Friend 
Greem team which must not be attacked 

Shapes 

Triangle: indicates an airplane. The triangfe appears larger when the enemy craft 

is at a higher altitude than your own, while it appears smalter if the 

enemy is at a tower altitude. 
Square (large): Item on the ground t or mi seel la nee us object. 
Squat* (smatl): Indicates a missile, Those bunched from your own plane appear 
white, while those launched by enemy planes appear yellow. 

Target Designator 

Depending on the mission, three types of triangles will be displayed on radar. 

These triangles represent the objects that are nearest your aircraft, 

Orange: The nearest aircraft that is a target. 

Red: Targets other than the nearest aircraft. 

Btuei The nearest friendly aircraft. 

13) Missile Counter 

Shows the number of remaining missiles on board, A missile is in launch 
mode when the missile symbol above the number is lit, If the missile 
symbol is not 1ft this means that a missile is currently being prepared 
for launch, and cannot yet be launched. 



14} Message Indicators 

Indicators appear below the screen when necessary, There a re four different types 

of indicators. 

Missile: This is constantly displayed beneath the Missile Counter, and flashes 

when an enemy missile is a pproaching. 
Hit: Flashes when your missile has successfully bit an enemy. 
Lock-on: Flashes green when you have locked on to an enemy craft or red when 

an enemy has locked on to your aircraft. 
Caii: Lights up when some form of communication is being received, and 

flashes thereafter. Turns off when the communication has been completed. 

15J Lock-on Range Radar 

Displays the distance between your aircraft and the selected target container 
(en plained later). When the distance to your aircraft becomes closer, the triangle 
descends. When the triangle enters a thick portion of the fine, lock-on is enabled 
{distance is close enough for lock-on]. 

16} Pitch Contrast Line 

Moves according to the tilt of the aircraft, and shows the extent and direction in 
which the aircraft is tiltTng. A positive angle [upward prtch} is indicated by a solid 
line, while a negative angle (downward pitch) is indicated by a broken line. 
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17) Target Container ' 

An enemy is marked when it comes within a certain distance and appears on 
the screen, There are three types of marks, which change according to relevant 

conditions. 

Marks 

The shape of the mark changes depending on the type of target. Squares indicate 

aircraft, while pentagons indicate objects on the ground. 

(l) LOCk-On IS in effect AirplJiK GrDUfWl ObjErt 

(2] Within missile range 

(3] On screen, but not yet in missile range 

The color changes to red when your aircraft locks on to an enemy. 

18} Message Caption 

Displayed when some form of communication reaches your aircraft. 

19) Gun Sight 

Appears when the distance to a locfced-on 

enemy declines to a certain point. Enemies 
aft easy to hrt with machine gun fire when 
positioned at the center of the sight. 
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Enlarged View 

1) Gun Course 

Shows the projected tine of machine gun fire. 

2} Gun Sight 

Sights the machine guns. Enemies are easy to hit when 
positioned at the center of the sight. A distance meter also 
appears, showing the distance to enemies in the vicinity, 

REAR VICW 

i) Speedometer 

2] Altimeter 

3) Timer 

4} Damage Meter 

5) Missile Counter 

6} Radar 

7) Engine Thrust Meter 

3) Message Indicator 

g) Tar get Container 

Clock and message captions are displayed when appropriate. 
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Other warnings and condition- related messages: 

Caution 

Pull Down (Lower the nose of the aircraft} 

Stall 

Out of Operation Area 

Bingo! ! {Target hit} 

Break Now! 

Mission Failed 

Mission Accomplished 

Shoot Down I! 

Rules 
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GAME SCREEN 



You have failed in your mission when any of the "four conditions cited below 
occurs. Depending an the particular mission, however, there may be added 
conditions for accomplishment. Be sure to check the Briefing Screen. 

1: Damage Meter falls to o 

2: Crash or collision, either on land or at sea 

3^ Moving outside the operation airspace 
4: Exceeding the operation time 



*f 
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Replay 

At the end of n mission, the progress of the game can be replayed. Pressing the 
Start Button allows the replay to be skipped. The Debriefing Screen appears 
following a successful mission, showing the scores achieved during the mission 
and the corresponding credits earned, 

* Downing an enemy plane using machine guns only earns a technical bonus, 
resulting in the doubling of compensation. 
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EXPLAINS STARTUP 

Set the GD-ROM correctly In the Sega Dream cast 1 " 
main unit, and switch on power. If the Start Button 
is pressed during ''title display, the Menu will appear, 
Ffom the Menu, please make selections ysing the 
Analog Thumb Pad, and confirm seiertions using 
the Start Button or A Sutton, 



New Game 

Starts the game Select the ieve! of difficulty {Very Easy, Easy, Hard, Very Hard), 
and confirm using the Start Button or A Button. 

Load Game 

Loads data from a previously saved game. Confirm data selection using the 
A Button. Next, choose your mission and confirm. Selections are made with the 
Analog Thumb Pad, and confirmations with the A Button. Once cleared, a mission 

can be selected as often as the player wishes. 






CAUTIONi 

When playing Air Force Deita, always insert the Visual Memory Unit (VMU) 

containing saved game data BEFORE turning on the power. 



CHAPTER 06 ■ MAIN M€NU 

Mi 



IS 



DESCRIBES VARIOUS SELECTIONS 

This screen allows the selection of Briefing, Shop, Options, Load, and Save. 
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Load 




Loads previously saved game data, Select the data, and confirm with the A Button. 

Save 

Saves the current play data. Select the file in which data is to be saved, and 

confirm with the A Button, 

* A Visual Memory Unit (VMU] (sold separately), is required in order to save files. 
At least 14 empty blocks are needed on the Visual Memory Unit {VMU) in order 
to execute a save. 

* Be sure not to turn off power or remove the visual Memory Unit {VMU) or 
Controller during saving or loading. 
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MISSION CONTENT 

Selection of Briefing from the Main Menu screen brings up the Briefing screen. 
This displays an explanation of the mission and targets, Next, "Take Off" Is 
displayed; push the A Button. This calls up the Aircraft Select screen from which 
you may choose your aircraft. 

Select Briefing from the Main Menu. 
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Explanation appears detailing the mission 
and targets. 
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PURCHASES AND SALES OF AIRCRAFT 

Select "Buy" to purchase a new fighter plane,or"Seirto make a sale. Use the 
Analog Thumb Pad to select the aircraft to be bought or soldj and confirm with 

the A Button. The variety of fighter planes available increases as the game 
progresses. Note that your original F-5.E cannot be sold. 

Credit; Money you may spend 

Price: Price of the aircraft 

Model: Type of aircraft 

Performance: Aircraft are defined by the 
performance ratings below. The longer the 
gauge, the higher the performance. Aircraft 
equipped with stealth capabilities are 
marked "Stealth". 

Speed 

Indicates maximum speed of the aircraft. 

Power 

Indicates aircraft acceleration capability. 

Defense 

Indicates aircraft durability. 

Mobility 

Indicates overall ability of the aircraft with 

respect to turning, braking, etc. 








s^. 


fin [£!T 


Unload £ 


i 




*5 %', 


' 


i> 


|MiG-&r j%fab«d £ZZ=: * i 


Ipn* ■ OOQQa H™^ — 



I 



CHAPTER 09 • OPTIONS 



© 



VARIOUS SETTINGS 

Head-Up Display {HUD) Settings 

Allows game setting*. 

i) Color -Sets the color of the HUD to either green 

or orange. 
a) Highlight- Highlights target colors. 

3) Direct ion -Selects either NEWS (north, east, west, 
south) or degrees for HUD direction display. 

4) Range Units - Selects either [m. kmVhJ or [ft, kt/h] 
for units of distance and speed. 

5} Captions - Sets the display of captions during the 
game to either On or Off, 

6) Initialize - Returns game settings to initial state. 

7) Exit - Retu rns to Option selection. 

Controller 

Allows controller settings. 

1) Button Type - Setects either Novice or Expert 

handling, 
a) Pitch Up/Down - Sets up/down action of the 

Analog Thumb Pad. 

3) Custom Buttons- Assigns button functions. 
(Note that Trigger L/R settings can't be changed r ) 

4) In it Button - Returns custom button settings 
ta initial state. 

5) Initialize - Returns controller settings to initial state 

6) Exit - Returns to Option selection. 
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1 
Sound 

Allows sound settings. 

1) BGM Volume -Analog Thumb Pad used to set 
game music volume. 

2) SE Volume -Analog Thumb Pad used to set game 
sound effects volume. 

5} Mission BGM - Sets game music either On or Off. 

4) Sound Mode - Selects either Stereo or Monaural 
sound output. 

5) VM Sound Out -Selects whether to output sound 
effects from the Visual Memory Unit (VMU). 

6) Initialize- Returns sound settings to initial state. 

7) ExH - Returns to Option selection. 

Rankings 

Allows viewing of record rankings arranged by level of difficulty. 





Exit 

Ends Option selection. 

Caution when ending the game: 

After finishing play but before turning off the power, please open the disc door 
and remove the disc after it has stopped spinning. Only then should the power be 
turned off. The disc will contin ue ±d spin ff the power is turned off first, and 
damage may occur to the disc when Et Is removed. 
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GENERAL OVERVIEW OF THE AVAILABLE AIRCRAFT 




I.F-5E TieeRii 

This lightweight fighter features stable handling and a simple, highly reliable 
structure. Currently used by the air forces of over 20 countries, Its avionics 
continue to be modernized. 
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a, F-4E PHANTOM II 

Formerly used by the Western Block countries as 

the mainstay carrier-based fighter. Jts superior 

aerodynamics and large pay load give it a continued 
role today, primarily in air command and air defense. 



3. A-IO THUNDERBOLT II 

Thetwoturbofan engines mounted on the fuselage 
give this surface attack ptane a distinctive ap pea ra n ce- 
lts jomm cartridge guns and large scale weapons 
capacity provide unrivaled fire power. 

+ + + 4* + + 





4, F-l I7A WIGHTHAWK + 

The world's first stealth fighter, developed under a 

cioak of secrecy- Its peculiarly angular form sacrifices 

agility, but makes up for this by means of stealth 

capabilities. 



5 F-14D TOMCAT 

Main carrier-based VC wing fighter for the US Navy 
With multi-purpose attack capabilities, a long radius 
of activity, and superior handling, if was the premier 
fighter in the world during the inSos Unfortunately 
it is now being steadily retired. 
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GENERAL OVERVIEW OF THE AVAILABLE AIRCRAFT 

















































I.F-22 RAPTOR 

Chosen as the next-generation fighter replacing the F-i5 according to the ATF plan 
by the US Air Force. Highly maneuver pie and stealth equipped, this state-of-the- 
art aircraft should dom inate the skies for years to come. 
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2. MIG-21 FISHB60 

Featuring good handling and maneuverability 
stemming from smaif size and light weight, over 
io,ooo of these test-selling fighters have been 
delivered around the world. They continue to play 
3 leading role in developing countries. 



* 






3.MI&29 FULCRUM 

Along with the Su-27, this lightweight fighter was 
designed to counter the F 15 and F-T&.WTth strong 
maneuverability based on small size and an 

aerodynamic shape, it appears to be more than 
a match for its Western rivals. 





4.FI6 FMSHT1NG FALCON 

This light weight tactics I fighter is representative 
of current Western single engine single seaters. 
Its blended wing body and other features incorporate 
the latest available technology. 



5. 5-3 7 BGRKUT 

This new prototype fighter takes advantage of a 

three-surface shape, secretly developed in Russia. 

The maneuverability provided by its unusual 
forward-slanting wings make itttie warJd's 
strongest dogfighter. 
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AN INTRODUCTION TO THE INITIAL MISSIONS FOR DEBUT 
INTO BATTLE 




MISSION 01 

What is thought to be a squadron of large 
bombers from Zabayral has penetrated 
Laconian airspace. Your mission is to 
completely destroy the enemy Bi bombers 
that have invaded the skiei over the city 
of Naxos. 












MISSION OS 

Your forces have received word that the 
main enemy fleet is massing irv the Despard 
Islands (located in the seas controlled by 
Laconia) in preparation for an Invasion. 
Completely destroy the ships currently 
converging from a It directions. 
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MISSION 03 

The largest military supply base for your 
army has been captured by forces from 
Zabayral.Your mission is to render the 
factories unusable by the enemy. Attack 
and destroy land-based facilities and fuel 
tanker trucks. 



■ 












MISSION 04 

Your mission is to shoot down an enemy 
SR-p high- velocity reconnaissance plane 
that has been confirmed to be flying over 
the mountainous terrain near the border. 
Time your attack to coincide with the spy 
plane's slowdown for mid-flight refueling. 
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When Flying 

1, If you get lost, push the D-Pad down to display a map. 

au The red arrows on the periphery of your radar indicate 

the positions of dear targets. 
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When Engaged 

i. Launch missiles after the target container has turned red, 

2. Machine guns are most effective when the gun sight appears on the HUD. 
3- When multiple target containers are displayed on the screen, pressing the 
D-Pad up can be used to switch targets. 
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CHAPTER 15 • WARRANTY 



H9 



Rjp ami tr a rr*r c. \n- wsfarrbs ta tie- cig^nai purchaser of tnu Kanami scfo/* arc crailjct that the neciurr ap wrfiitfi thiL cnnputer I 
pn^i-Ji** fc ^W^M it free r rum iMbUs- fa rrnrtini*'! *u2 workmanship Cot * per «1 cf nmlf feoj cjaji r^n | r * 4*t* <■' pn*c*vs<* THIS 
Ed nam I iklci ; » J k !i, wrrhcirt eicprr:? or Impl'cd warranty of :ry fcl'd, Arid Konar-il ft r-at liable- -or any isssei nr damage-; nfsny 
fciral rauilirqj From iibcrf Ufa propjrn.Kopj'-ni J (jrest for a perioc oFnirtely [90) days tceith-' ~vpj r c rialac-a. jL L tip-tic*!. Jret: ul 
diargr, an* Kan;n: J piKUL^t, (■wagr p4k& *IW> |woc1 lit rEwtic 1 < r .4iKh-Wi-. Jt iK F^i -i« y vvtviv Gifjfew ~ni4 («5*rar)lj K nof appllcakir to 
norrrwl *raar a-nd tear. : 1,1 swairarny shzll not be appt cable and shall he- raid nTth-ifcfertntheltonari: softwaT prerijet Jias arisen 
imudjjl atWM.dnreiOTTdbfcti** *r-fcti*df.ii-ieii1,Qi ncjletl 

"Hi \-.Atfi.aji '■ ' l j IN Ufc J Ol- AL1 Dl H sK WAKE AWF115 ANU HO OTHt! HEPHfjiNW iOM ETC LlALtrfc CF ACT IWTUll iMALL 6L BlNDlWG 
QWiM'CfcUGtfTIrtCNA.I* .4jV IWF.ILD rtASRAh - 1 > *PPl(C*ai TO ThllS HJFTWASE PfcODLCT. N:LvJONC WARRANTIES Or 
MFRrH4MTMairrw,D PHUE^S FOEm IY^e:^** PLF*P05f,ME LIMrTEDTO-HE hHNfT^^.O«rPEKiCir>W^t:EHFn AHOVT- IHNr> 
bVt»! rt-ll KOhAHl SF LMIF f-UB f»Tt ^iPFCWl IHnDFMTAI HE rtmSFnilFNTlW H».WSrK 7F , t^]^n^n FUOM FCfrbtiliKJM.UitClK 

HAif ukckjm am IS KCNAMJ p^coua. 

i:Te slsiesda nm jJtweilmitatiari js tiitiqwlctigari tnp^Mi warranty fccrts ara.'-cr r*clLikjr-i ar Mrr Itatlors of tmadental cr 

iju»s*-^u— I'.ial ilavn jget 36 Lf% j bavr iTiliilroji* diidrUT ejodusium a' liatiHjr may not apphr to to j. This wirrjulj J ; «*9 jfy y sf.n?-.i;'k riu^ib. 

aid j(M. may ikrt >Mft»- urtfw-r fijfjhti *hirti j*> tram ■run-- <n -flair 

H rtu KJipf*i«™.e Lstni ul TinfbwrB. wiLM pmr wjrtndr«. ffcfic Ldll pjr Wiiranlj StMYicei nunlwr ICjoj Cs^jeBj. 

Kbnami orAmerta Inn, 






CONSUMES SUPPORT 

If & <f fwfi (tijck in (hr (line, pr j <u 3 ■ rr«i ■ Iwwrt, 4w?\ w^rrrl 'touwn ^1 l"e (o™r"i Cam? rnmftTipLJft^fwlMipealtilt ullwu 

arid al the- firte Knnarnl piwkidx. 

(fanami daone l+nt SiTlp-Lnc: l soo-a^fHriSHT L44MI 

■ JJ^ Dil" ITliniit* ChirTgJt 

J Si.ii p* 7 milt Jte ijpport frnm a game tKinselar 

■ Toudi tor* pt'AHH rcaqulKtl 

■ Mnwn nui-t hint parental pwmisston before -dialing 

hiita are available i4 hoi*-* » dav. Live suppen Mfl»nfay>l-iiilay Siod AJH. b^js RM. 
:r* change, U5. arxtisJWIrty aniy. 

I , I 









frice! and aniltbiRtr «r HibfMt 
























ESflDflATINS 

IhiS pmdvr.l hms tinjii rqfpd hy tfni ErlFrtS«nriiBm FjnhwnJP RfltinB Boarf Fqx ir»torrnitiBPi about th* ESHfJ mtjffcg, rr |rt <:iiinn*ftnl atiniii rh* 

apprapiaittitzs fit The rar-mj. |jj««t« Cpr :r.Trin E^flP si 1»0D 7TI ^ITZ- 



irkrei^nArieri: BFii--fl«d"i t itn«lC!fcr. 3c»i jti<,: .IL'-: niLj-iLiiLBr.-i 1 i.iujj-. •. +i / iffii.!L,. .-r*.r; t«cPJC lfcliWl llni ViiibJSiM 
I, he ;i»«J:A,i,icilim,-: Innla |V| |^ |^ U^»|fl»iiriHiJn->«i ii| v^»inm » <ipill-i»ij^sn ftrj : ■ nwrwwi uir En u (9 
r-,-»-]lr; r^TKi-l-l^an 1.CriTn:S.liTf».-'.«*.m 4.4D4M:4.nUH- 1. WWI -r- K** ■-.M»iPH--iirHP«CP.|riiwnE«i.in: r ,IS imd-F- 
J — Cihicuj r^cH, h» 1 iJUlEl^-ii«>;ktrfliTri!7irt*Ti|lTH>-^rfHlM3ft»nrtJld-d[i^Ji» 



SilA 



